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10 COPYRIGHT NOTICE 

A portion of the disclosure of this patent document contains or 
may contain material which is subject to copyright protection. The 
copyright owner has no objection to the photocopy reproduction by 
anyone of the patent document or the patent disclosure in exactly the 

15 form it appears in the Patent and Trademark Office patent file or 
records, but otherwise reserves all copyright rights whatsoever. 

DESCRIPTION 

The present invention relates in general to a gaming device, and 
20 more particularly to a gaming device and method for activating one or 
more paylines upon the wager of a single credit. 

BACKGROUND OF THE INVENTION 
Gaming establishments having slot machines, video poker 
25 machines and other gaming devices desire a balanced mix of 
machines. With slot machines, for example, gaming device 
manufacturers likely desire to maintain a certain percentage of the 
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conventional mechanical reel slot machines as well newer video slot 
machines. 

Gaming establishments also desire the games to enable any 
player having any wagering limit to play. Many gaming establishments 
5 provide $1, $2 or $5 minimum bet black jack tables. Players can of 
course bet more. Gaming machines, such as slot machines, likewise 
provide nickel, quarter, dollar and multi-dollar minimums, such as $5, 
$25, $100 and $500 machines. 

Many gaming machines require at least one dollar to play. 
10 Dollar machines are advantageous to gaming establishments because 
the establishments can use redeemable tokens instead of actual 
currency. Token systems are not practical for nickel or quarter 
01 machines mainly due to the volume of tokens that would have to be 

H maintained, the different tokens that would have to be handled and the 

0 15 lessened benefit of removing a machine load of nickels from the 
establishment floor as opposed to a load of dollars. 

is it: 

Nickel and other fractional dollar machines that have multiple 
paylines enabling multiple wagers per payline have enjoyed success. 
The machines enable players to bet amounts on the order of a dollar, 

20 but which spread the bet out over two or more paylines. For instance, 
a player can bet two credits on all nine paylines of a nickel machine for 
under a dollar. Multi-line dollar machines which enable players to play 
multiple paylines are also known. For example, slot games exist that 
require the player to wager, e.g., nine credits or nine dollars whereby 

25 the game activates all, e.g., nine paylines. A need therefore exists to 
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have a dollar or multi-dollar minimum machine, capable of accepting 
tokens, which enables a player to spread the minimum wager over a 
plurality of paylines. 
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5 SUMMARY OF THE INVENTION 

The present invention includes an apparatus and method for 
operating a gaming device that enables or activates one or more 
paylines upon receipt of a single credit from the player. The gaming 
device of the present invention maintains and displays a plurality of 

10 paylines and an input device that enables a player to bet one or more 
credits. When the player wagers a credit, the processor of the gaming 
device is adapted to activate a number of the paylines, the number pre- 
selected to be one or more and preferably each of the paylines 
maintained by the gaming device. The wager on each payline is a 

15 portion of the total wager by the player. For instance, if the player 
wagers a dollar on a dollar machine, thirty-four cents is wagered on 
one payline and thirty-three cents is on each of the two other paylines. 

The gaming device can include any number of paylines, such as 
five, nine, ten or fifteen paylines. The processor can be preset to 

20 activate a number of paylines equal to any multiple of the number of 
credits wagered, up to the maximum number of lines. If the preset 
multiplier is, for example, two times, four times, ten times or twenty 
times, then the game activates two lines, four lines, ten lines or twenty 
lines per credit, respectively, and the wager per payline for a single 
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credit played on a dollar machine is $.50, $.25, $.10 and $.05 per 
payline, respectively. 

The processor can be preset to activate one, more than one or 
each of the paylines upon the receipt of a credit. When the gaming 
5 device activates less than all paylines, the activated paylines can be 
game selected or player selected. The game preferably maintains a 
touch screen video monitor or a plurality of pushbuttons that enable the 
player to select the number of credits to wager or the particular 
paylines to activate for each credit. 

10 Since the present invention enables wagers in fractions of a 

credit as indicated above, the game preferably issues awards and 
payouts in fractions of a credit. The game therefore includes either a 
ticket issuing system, a debit or smart card system or one of these 
systems in combination with a token issuing system. Each of these 

15 systems is well known. Upon a cashout, the present invention can 
either issue the entire payout on a redeemable ticket, credit the entire 
amount to a debit or smart card or issue a maximum number of tokens 
equal to the largest whole number of credits and issue or credit the 
remainder on a ticket or card, or leave the remainder for an attendant 

20 to hand-pay. 

It should also be appreciated that the present invention can be 
employed with other primary games such as video poker as discussed 
below. 
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It is therefore an advantage of the present invention to provide a 
gaming device and method for its operation, which activates one or 
more paylines upon the wager of a single credit. 

Other objects, features and advantages of the invention will be 
5 apparent from the following detailed disclosure, taken in conjunction 
with the accompanying sheets of drawings, wherein like numerals refer 
to like parts, elements, components, steps and processes. 



BRIEF DESCRIPTION OF THE DRAWINGS 
10 Fig. 1A is a front-side perspective view of one embodiment of 

the gaming device of the present invention. 

Fig. 1B is a front-side perspective view of another embodiment 
of the gaming device of the present invention. 

Fig. 2 is a schematic block diagram of the electronic 
15 configuration of one embodiment of the gaming device of the present 
invention. 

Figs. 3A through 3C are front elevational views of a display 
device having a plurality of paylines, which illustrate one preferred 
embodiment of the present invention. 
20 Fig. 4 is a table illustrating different multi-payline embodiments 

of the present invention. 

Fig. 5 is a flow diagram illustrating one embodiment of a method * 
for operating a gaming device adapted for multi-payline distribution of a 
wager. 
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DETAILED DESCRIPTION OF THE INVENTION 
Gaming Device and Electronics 
Referring now to the drawings, two embodiments of the gaming 
5 device of the present invention are illustrated in Figs. 1A and 1B as 
gaming device 10a and gaming device 10b, respectively. Gaming 
device 10a and/or gaming device 10b are generally referred to herein 
as gaming device 10. Gaming device 10 is in one embodiment a slot 
machine having the controls, displays and features of a conventional 
10 slot machine. It is constructed so that a player can operate it while 
standing or sitting, and gaming device 10 is preferably mounted on a 
console. However, it should be appreciated that gaming device 10 can 
be constructed as a pub-style table-top game (not shown) which a 
player can operate preferably while sitting. Furthermore, gaming 
15 device 10 can be constructed with varying cabinet and display designs, 
as illustrated by the designs shown in Figs. 1A and 1B. Gaming device 
10 can also be implemented as a program code stored in a detachable 
cartridge for operating a hand-held video game device. Also, gaming 
device 10 can be implemented as a program code stored on a disk or 
20 other memory device which a player can use in a desktop or laptop 
personal computer or other computerized platform. 

Gaming device 10 can incorporate any primary game such as 
slot, poker or keno, any of their bonus triggering events and any of their 
bonus round games. For instance, the game of slot allows the player 
25 to wager a number of paylines per game. Poker and blackjack allow 
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the player to wager a number of hands per game. Keno allows the 
player to wager a number of cards per game. The symbols and indicia 
used on and in gaming device 10 may be in mechanical, electrical or 
video form. 

5 As illustrated in Figs. 1A and 1B, gaming device 10 includes a 

coin slot 12 and bill acceptor 14 where the player inserts money, coins 
or tokens. The present invention applies to machines accepting coins, 
silver dollars, quarters (e.g., quarter activates all lines), dimes nickels, 
but preferably machines having a dollar minimum or higher. The 

10 present invention pays out in fractions of a credit. The fraction is 
preferably a monetary denomination, such as, a nickel, dime, quarter, 
dollar or multiple dollars. 

The player can place coins or tokens in the coin slot 12 or paper 
money or a ticket voucher in bill acceptor 14. Gaming device 10 may 

15 also be adapted to issue a ticket from a ticket printer (not illustrated). 
When a player inserts money in gaming device 10, a number of credits 
corresponding to the amount deposited is shown in a credit display 16. 
After depositing the game's minimum wagerable amount, e.g., one 
dollar, a player can begin the game by pulling a pull arm 18 or pushing 

20 play button 20. Play button 20 can be any play activator used by the 
player, which starts any game or sequence of events in the gaming 
device. 

As shown in Figs. 1A and 1B, gaming device 10 also includes a 
bet display 22 and a bet one button 24. The player bets a single 
25 gaming device credit by pushing the bet one button 24. The player can 
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increase the bet by one credit each time the player pushes the bet one 
button 24. When the player pushes the bet one button 24, the number 
of credits shown in the credit display 16 decreases by one, and the 
number of credits shown in the bet display 22 increases by one. 
5 At any time during the game, a player may "cash out" and 

thereby receive a number of tokens or coins corresponding to the 
whole number of remaining credits by pushing a cash out button 26. 
When the player "cashes out," the player receives the tokens or coins 
in a coin payout tray 28. As described below, the present invention 

10 pays out in fractions of a credit, so that the game employing the 
present invention must also have the ability to issue a cash out in 
fractions of a credit. If, for example, a player cashes out with $10.50 
on a dollar machine, the gaming device 1 0 preferably issues ten tokens 
or $10.00 upon a selection of the cashout button 26. The game issues 

15 the remaining $.50 as described below. 

The gaming device 10 preferably includes a ticket issuing 
system having a ticket issuer 14, which is either in addition to or is a 
substitute for the token or coin payout, whereby the player redeems an 
issued ticket with a cashier or inserts the ticket into another machine. 

20 The game can further alternatively include an electronic credit, debit or 
smart card reading and recording system (not illustrated), which is 
either in addition to or is a substitute for the coin payout, and which can 
credit or debit the player's card as necessary. Both the ticket issuing 
system and the electronic card system can issue an entire cashout, 

25 e.g., $10.50 or a fractional credit cashout, e.g., $.50. Alternatively, 
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gaming device 10 calls an attendant to hand pay the remainder of 
$.50. 

Two examples illustrate the cashout embodiments of the present 
invention. In one example, the player inserts a debit card having $5.00 
5 worth of credits into a dollar minimum machine. The player plays a 
game on a machine employing the present invention and increases the 
total to $10.50. The player selects the cash out button 26. In one 
embodiment, the game drops ten dollar tokens into the coin payout tray 
28 and returns the player's card with a $.50 credit and a $5.50 balance. 

10 In another embodiment, the game returns the player's card with a 
$5.50 credit and a $10.50 balance 

In another example, the player inserts five dollar tokens into the 
coin slot 12 of a game having a ticket issuer 14. The credit display 16 
initially displays five credits, the player plays a game on a machine 

15 employing the present invention and increases the total to $10.50. The 
credit display 16 of a game employing the present invention preferably 
displays fractions of a credit. Alternatively, gaming device 10 
expresses tenths or hundreths of a credit. Further alternatively, the 
credit display 16 reads out the player's cash balance on gaming device 

20 10. 

The player selects the cash out button 26. In one embodiment, 
the game drops ten dollar tokens into coin payout tray 28 and issues a 
ticket from the ticket issuer 14 with a $.50 redeemable credit. In 
another embodiment, the game issues a ticket from the ticket issuer 14 
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with a $10.50 redeemable credit. Ticketing issuing systems and 
electronic card systems are both commercially available. 

The gaming device 10 also includes one or more display 
devices. The embodiment shown in Fig. 1A includes a central display 
5 device 30, and the alternative embodiment shown in Fig. 1B includes a 
central display device 30 as well as an upper display device 32. 
Gaming device 10 preferably displays a plurality of reels 34, preferably 
three to five reels 34 in mechanical or video form at one or more of the 
display devices. However, it should be appreciated that the display 

10 devices can display any visual representation or exhibition, including 
but not limited to movement of physical objects such as mechanical 
reels and wheels, dynamic lighting and video images. A display device 
can be any viewing surface such as glass, a video monitor or screen, a 
liquid crystal display or any other static or dynamic display mechanism. 

15 If the reels 34 are in video form, the display device for the video reels 
34 is preferably a video monitor. 

Each reel 34 displays a plurality of indicia such as bells, hearts, 
fruits, numbers, letters, bars or other images which preferably 
correspond to a theme associated with the gaming device 10. 

20 Furthermore, gaming device 10 preferably includes speakers 36 for 
making sounds or playing music. 

As illustrated in Fig. 2, the general electronic configuration of 
gaming device 10 preferably includes: a processor 38; a memory 
device 40 for storing program code or other data; a central display 

25 device 30; an upper display device 32; a sound card 42; a plurality of 
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speakers 36; and one or more input devices 44. The processor 38 is 
preferably a microprocessor or microcontroller-based platform which is 
capable of displaying images, symbols and other indicia such as 
images of people, characters, places, things and faces of cards. The 
5 memory device 40 can include random access memory (RAM) 46 for 
storing event data or other data generated or used during a particular 
game. The memory device 40 can also include read only memory 
(ROM) 48 for storing program code which controls the gaming device 
10 so that it plays a particular game in accordance with applicable 
Q 10 game rules and pay tables. 

As illustrated in Fig. 2, the player preferably uses the input 

ir§ % 

% devices 44, such as pull arm 18, play button 20, the bet one button 24 

f|1 and the cash out button 26 to input signals into gaming device 10. In 

\,h certain instances it is preferable to use a touch screen 50 and an 

p 15 associated touch screen controller 52 instead of a conventional video 
Q monitor display device. Touch screen 50 and touch screen controller 

52 are connected to a video controller 54 and processor 38. A player 
can make decisions and input signals into the gaming device 10 by 
touching touch screen 50 at the appropriate places. As further 
20 illustrated in Fig. 2, the processor 38 can be connected to coin slot 12 
or bill acceptor 14. The processor 38 can be programmed to require a 
player to deposit a certain amount of money in order to start the game. 

It should be appreciated that although a processor 38 and 
memory device 40 are preferable implementations of the present 
25 invention, the present invention can also be implemented using one or 
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more application-specific integrated circuits (ASIC's) or other hard- 
wired devices, or using mechanical devices (collectively referred to 
herein as a "processor"). Furthermore, although the processor 38 and 
memory device 40 preferably reside on each gaming device 10 unit, it 
5 is possible to provide some or all of their functions at a central location 
such as a network server for communication to a playing station such 
as over a local area network (LAN), wide area network (WAN), Internet 
connection, microwave link, and the like. The processor 38 and 
memory device 40 is generally referred to herein as the "computer" or 

10 the "controller." 

With reference to Figs. 1A, 1B and 2, to operate the gaming 
device 10 in one embodiment the player preferably inserts the 
minimum wagerable amount of money in tokens at coin slot 12 or via a 
card reader (not illustrated) and pulls the arm 18 or pushes the play 

15 button 20. The reels 34 begin to spin and eventually come to a stop. 
Depending upon where the reels 34 stop, the player may or may not 
win additional credits. As long as the player has a credit remaining, a 
game employing the present invention enables the player to spin the 
reels 34 again. If the player has only a fraction of the credit remaining, 

20 as indicated by the credit display 16, the player must insert additional 
money or cashout. 

In addition to winning credits in this manner, preferably gaming 
device 10 also gives players the opportunity to win credits in a bonus 
round. A gaming device having a bonus round includes a bonus 

25 program that automatically begins when the player achieves a 
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qualifying condition in the base game. A particular combination of 
symbols on the reels 34 of a display device can comprise a qualifying 
condition. As illustrated in the five reel slot game shown in Figs. 1A 
and 1B, the qualifying condition could be the number seven appearing 
5 on three adjacent reels 34 along a payline 56. Gaming device 10 is 
adaptable to provide any number of paylines including one, three, five, 
nine, ten, twelve, fifteen, twenty, twenty-five, thirty, forty and fifty 
paylines. Once activated, the gaming device 10 preferably enables the 
player to play the bonus round via a video display device 30 or 32. 

10 Referring now to Fig. 3A, an enlarged front elevational view of 

one of the display devices 30 or 32 illustrates one possible 
embodiment of the present invention, wherein the game includes a 
plurality of paylines, namely three paylines 56a though 56c. The 
paylines include any adjacent horizontal, diagonal or combination of 

15 horizontal and diagonal symbol positions. Horizontal paylines are 
illustrated here for the sake of illustration. Each payline in Fig. 3A 
includes five symbol positions. The game analyzes each five symbol 
position combination or payline, after the reels 34a through 34e 
randomly display symbols for each position, to determine if the game 

20 has generated one or more winning symbols or symbol combinations 
(a player can obtain more than one winning symbol or combination on 
any given payline). 

A player can thus have anywhere from one to three chances to 
obtain one or more winning symbol or symbol combinations in the 

25 embodiment of Fig. 3A. In known gaming devices, a player has to 
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wager at least two credits to play or activate two paylines, three credits 
to play or activate three paylines, and so on. Known gaming devices 
enable a player to wager two credits on two lines, two credits on four 
lines, etc, whereby the player does not have to play or activate all the 
lines before wagering multiple credits per payline. Popular gaming 
systems typically do not allow a player to wager one credit on one 
payline and two credits on another payline, i.e., the player usually must 
play the same number of credits per each payline. Some systems, 
however, do allow different credit amounts to be wagered on different 
paylines during the same game play. 

Known gaming systems typically enable the player to select a 
desired number of paylines to play. The present invention 
contemplates including a suitable select lines selector 58, which is an 
area of a touch screen 50 associated with the display device 30 or 32. 
The select lines selector 58 can alternatively be a separate electro- 
mechanical pushbutton such as the pushbuttons 20, 24 and 26. When 
the player selects the select lines selector 58 once, the game activates 
the first payline 56a. When the player selects the select lines selector 
58 a second time, the game additionally activates the second payline 
56b, etc. In known gaming systems, each time the player selects the 
select lines selector 58, the game increases the player's total bet by 
one credit, as indicated by the total bet indicator 62. 

Known gaming systems typically enable the player to select the 
amount or bet per activated payline. The present invention 
contemplates including a suitable bet per line selector 60, which is an 
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area of a touch screen 50 associated with the display device 30 or 32. 
The bet per line selector 60 can alternatively be a separate electro- 
mechanical pushbutton such as the pushbuttons 20, 24 and 26. When 
the player selects the bet per line selector 60 once, the game increases 
the bet per each activated payline by one credit. When the player 
selects the bet per line selector 60 a second time, the game increases 
the bet per activated payline by an additional credit, etc. In known 
gaming systems, each time the player selects the bet per line selector 
60, the game increases the player's total bet by one credit per 
activated payline, as indicated by the total bet indicator 62. 

The embodiment of Fig. 3A also includes other player selectable 
functions that are areas of a touch screen 50 associated with the 
display device 30 or 32. For example, the embodiment of Fig. 3 also 
includes a simulated version of the cash out or collect selector 26 and 
a simulated version of the play or spin selector 20. The embodiment of 
Fig. 3A further includes a payline indicator 64 that displays the number 
of activated paylines, as well as a bet per line indicator 66 that displays 
the bet per activated payline 60. 

Referring now to Fig. 3B, one preferred embodiment is 
illustrated, wherein the game enables the player to increase the 
number of activated paylines for the same total bet. If the player 
selects the select lines selector 58, the number of activated paylines 
changes from one to two, as indicated by the payline indicator 64 in 
Figs. 3A and 3B. The bet per line changes from one dollar to $.50, as 
indicated by the bet per line indicator 66 in Figs. 3A and 3B. The total 
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bet, $1, stays the same, as indicated by the total bet indicator 62 of 
Figs. 3A and 3B. If at this point the player selects the bet per line 
selector 60, the bet per each activated payline increments by $.50. 

Referring now to Fig. 3C, the preferred embodiment is further 
5 illustrated, wherein the game enables the player to increase the 
number of activated paylines for the same total bet. If the player 
selects the select lines selector 58, the number of activated paylines 
changes from two to three, as indicated by the payline indicator 64 in 
Figs. 3B and 3C. The bet per line changes from $.50 on two lines to 

10 $.33, $.33 and $.34 on three lines, respectively, as indicated by the bet 
per line indicator 66 in Figs. 3B and 3C. The total bet of $1 stays the 
same as indicated by the total bet indicator 62 of Figs. 3B and 3C. If at 
this point the player selects the bet per line selector 60, the bet per 
each activated payline increments by $.33, $.34 and $.33 on three 

15 lines, respectively. 

Multiple Payline Embodiments 
Referring now to Fig. 4, a table 100 of different multi-payline 
embodiments contemplated by the present invention is illustrated, 
20 wherein the processor 38 and gaming device apparatus are adapted to 
carry out the embodiments disclosed. The top row 102 of table 100 
includes headings 102a through 102e. Heading 102a is the necessary 
monetary input for an embodiment. Heading 102b includes the action 
that the processor 38 takes once a player inputs the monetary input of 
25 102a. Heading 102c includes the procedure for increasing the number 
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of activated paylines for the particular embodiment. Heading 102d 
includes the betting increment for the particular embodiment. In known 
games the betting increment is one credit. In the present invention, the 
betting increment varies. Heading 102e includes the procedure for 
increasing the bet per activated payline for the particular embodiment. 

The row 104 of the chart 100 includes one preferred 
embodiment of the present invention. The preferred embodiment or 
row 104 requires a wager of one credit or token or that the player have 
one credit's worth of money on a currently inserted debit or smart card, 
as indicated under the heading 102a. Upon receipt of a command to 
bet one credit, i.e., the selection of the bet one button 24, the game 
automatically activates all paylines, as indicated under the heading 
102b. The preferred embodiment of the row 104 applies to any gaming 
device having two or more paylines, whether the number be odd or 
even. 

In the preferred embodiment of row 104, since all paylines are 
automatically activated, there is no need to provide a select lines 
selector 58 (Figs. 3A to 3C), as indicated under 102c. The betting 
increment is a constant value for each game of a gaming device 10, 
but varies from gaming device to gaming device as the total number of 
possible paylines and the value of a gaming device credit varies. The 
betting increment for any single gaming device 10 is the value a 
gaming device credit divided by the number of paylines, as indicated 
under 102d. In a five reel, ten payline embodiment, if the game is 
preferably a dollar game, the betting increment is a constant one tenth 
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of a dollar or 10 cents. It should be appreciated that the present 
invention preferably does not wager or payout in fractions of a cent. 
For a nine payline machine, then, the game would preferably assign a 
credit a cost of 90 cents or some multiple of nine. 

To increase the bet, the game requires an additional credit, 
whereafter the player chooses the bet per line selector 60 (Figs. 3A to 
3C), as indicated under the heading 102e. In the three payline 
embodiment of Figs. 3A to 3C, for a dollar machine, upon inputting an 
additional credit and choosing the bet per line selector 60, the game 
updates the bet per line to $.66, $.67 and $.67 on the paylines 56a 
through 56c. 

The row 106 of the table 100 includes the preferred embodiment 
illustrated in Figs. 3A through 3C. The preferred embodiment of row 
106 requires an input of one credit or token or that the player have one 
credit's worth of money on a currently inserted debit or smart card, as 
indicated under the heading 102a. Upon receipt of a command to bet 
one credit, i.e., the selection of the bet one button 24, the game 
enables the activation of all paylines, but does not automatically 
activate them, as indicated under the heading 102b. The player can 
choose to play one payline or increment to any number of paylines 
including the maximum number of paylines. The preferred 
embodiment of row 106 also applies to any gaming device having two 
or more paylines, whether the number be odd or even. 

In the preferred embodiment of row 106, since all paylines are 
not automatically activated, there is a need to provide a select lines 
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selector 58 (Figs. 3A to 3C), as indicated under the heading 102c. The 
player can then choose to play one payline, two paylines, three 
paylines, four paylines, etc., for each credit, up to the maximum 
number of paylines by selecting the select lines selector 58 a desired 
5 number of times. 

The betting increment is a variable value, i.e., the value of a 
gaming device credit divided by the number of activated paylines, as 
indicated under the heading 102d. In a ten payline embodiment, if the 
game is preferably a dollar game, the betting increment is: (i) a dollar 
10 for one activated payline; (ii) 50 cents for two activated paylines; (iii) 
33, 33 and 34 cents for three activated paylines; 25 cents for four 
activated paylines; 20 cents for five activated paylines; 16, 16, 17, 17, 
m 17 and 17 cents for six activated paylines; 14, 14, 14, 14, 14, 15 and 

h* 15 cents for seven activated paylines; 12, 12, 12, 12, 13, 13, 13, and 

15 13 cents for eight activated paylines; 11, 11, 11, 11, 11, 11, 11, 11, and 
12 cents for nine activated paylines and 10 cents for ten activated 
paylines. 

To increase the bet, the game requires an additional credit, 
whereby the player chooses the bet per line selector 60 (Figs. 3A to 
20 3C). In a ten payline embodiment for a dollar machine, upon inputting 
an additional credit and choosing the bet per line selector 60, the game 
updates the bet per activated payline by the amount of one of the 
scenarios stated in the previous paragraph. 

The row 108 of the table 100 includes another alternative 
25 embodiment of the present invention. The alternative embodiment of 
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row 108 requires an input of one credit or token or that the player have 
one credit's worth of money on a currently inserted debit or smart card, 
as indicated under the heading 102a. Upon receipt of a command to 
bet one credit, i.e., the selection of the bet one button 24, the game 
automatically activates two paylines on a gaming device 10, as 
indicated under the heading 102b. The player can choose to play the 
two paylines or increment the number of paylines by two up to the 
maximum number. The alternative embodiment of row 108 applies to 
any gaming device having two or more paylines, wherein the total 
number of paylines is a multiple of two. 

In the alternative embodiment of row 108, since all paylines are 
not automatically activated, there is a need to provide a select lines 
selector 58 (Figs. 3A to 3C). To increase the number of paylines, the 
game requires an additional credit, whereby the player chooses the 
select lines selector 58, as indicated under the heading 102c. The 
player can then choose to play two paylines for one credit, four 
paylines for two credits, six paylines for three credits, etc. up to the 
maximum number of paylines by inputting the appropriate number of 
credits and selecting the select lines selector 58 a desired number of 
times. 

The betting increment is a constant value, i.e., the value of a 
gaming device credit divided by two, as indicated under the heading 
102d. The embodiment of row 108 is a 50 cent game for a dollar 
minimum machine. To increase the bet, the game requires an 
additional credit or credits, one for every two activated paylines, 
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whereby the player chooses the bet per line selector 60 (Figs. 3A to 
3C), as indicated under the heading 102e. In a ten payline 
embodiment, for a dollar machine, upon inputting the appropriate 
amount of additional credits and choosing the bet per line selector 60, 
the game updates the bet per line by 50 cents for each activated 
payline. 

The row 110 of the table 100 includes a further alternative 
embodiment of the present invention. The alternative embodiment of 
row 110 requires an input of one credit or token or that the player have 
one credit's worth of money on a currently inserted debit or smart card, 
as indicated under the heading 102a. Upon receipt of a command to 
bet one credit, i.e., the selection of the bet one button 24, the game 
automatically activates four paylines on a gaming device 10, as 
indicated under the heading 102b. The player can choose to play the 
four paylines or increment the number of paylines by four up to the 
maximum number. The alternative embodiment of row 110 applies to 
any gaming device having four or more paylines, wherein the total 
number of paylines is a multiple of four. 

In this alternative embodiment, since all paylines are not 
automatically activated, there is a need to provide a select lines 
selector 58 (Figs. 3A to 3C). To increase the number of paylines, the 
game requires an additional credit, whereby the player chooses the 
select lines selector 58, as indicated under the heading 102c. The 
player can then choose to play four paylines for one credit, eight 
paylines for two credits, twelve paylines for three credits, etc. up to the 
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maximum number of paylines by inputting the appropriate number of 
credits and selecting the select lines selector 58 a desired number of 
times. 

The betting increment is a constant value, i.e., the value of a 
5 gaming device credit divided by four, as indicated under the heading 
102d. The embodiment of row 110 is a 25 cent game for a dollar 
minimum machine. To increase the bet, the game requires an 
additional credit or credits, one for every four activated paylines, 
whereby the player chooses the bet per line selector 60 (Figs. 3A to 
10 3C), as indicated under the heading 102e. In a ten payline 
embodiment for a dollar machine, upon inputting the appropriate 
amount of additional credits and choosing the bet per line selector 60, 
the game updates the bet per line by 25 cents for each activated 
payline. 

15 The row 112 of the table 100 includes yet another alternative 

embodiment of the present invention. The alternative embodiment of 
row 112 requires an input of one credit or token or that the player have 
one credits worth of money on a currently inserted debit or smart card, 
as indicated under the heading 102a. Upon receipt of a command to 

20 bet one credit, i.e., the selection of the bet one button 24, the game 
automatically activates ten paylines on a gaming device 10, as 
indicated under the heading 102b. The player can choose to play the 
ten paylines or increment the number of paylines by ten up to the 
maximum number. The alternative embodiment 112 applies to any 
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gaming device having ten or more paylines, wherein the total number 
of paylines is a multiple often. 

In the alternative embodiment 112, since all paylines are not 
automatically activated, there is a need to provide a select lines 
5 selector 58 (Figs. 3A to 3C). To increase the number of paylines, the 
game requires an additional credit, whereby the player chooses the 
select lines selector 58, as indicated under the heading 102c. The 
player can then choose to play ten paylines for one credit, twenty 
paylines for two credits, thirty paylines for three credits, etc. up to the 
10 maximum number of paylines by inputting the appropriate number of 
credits and selecting the select lines selector 58 a desired number of 
times. 

The betting increment is a constant value, i.e., the value of a 
gaming device credit divided by ten, as indicated under the heading 

15 102d. The embodiment of row 112 is a 10 cent game for a dollar 
minimum machine. To increase the bet, the game requires an 
additional credit or credits, one for every ten activated paylines, 
whereby the player chooses the bet per line selector 60 (Figs. 3A to 
3C), as indicated under the heading 102e. In a ten payline 

20 embodiment for a dollar machine, upon inputting the appropriate 
amount of additional credits and choosing the bet per line selector 60, 
the game updates the bet per line by 10 cents for each activated 
payline. 

The row 114 of the table 100 includes yet a further alternative 
25 embodiment of the present invention. The alternative embodiment of 
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row 114 requires an input of one credit or token or that the player have 
one credit's worth of money on a currently inserted debit or smart card, 
as indicated under the heading 102a. Upon receipt of a command to 
bet one credit, i.e., the selection of the bet one button 24, the game 
5 automatically activates twenty paylines on a gaming device 10, as 
indicated under the heading 102b. The player can choose to play the 
twenty paylines or increment the number of paylines by twenty up to 
the maximum number. The alternative embodiment of row 114 applies 
to any gaming device having twenty or more paylines, wherein the total 

1 0 number of paylines is a multiple of twenty. 

In the alternative embodiment of row 114, since all paylines are 
not automatically activated, there is a need to provide a select lines 
selector 58 (Figs. 3A to 3C). To increase the number of paylines, the 
game requires an additional credit, whereby the player chooses the 

15 select lines selector 58, as indicated under the heading 102c. The 
player can then choose to play twenty paylines for one credit, forty 
paylines for two credits, sixty paylines for three credits, etc. up to the 
maximum number of paylines by inputting the appropriate number of 
credits and selecting the select lines selector 58 a desired number of 

20 times. 

The betting increment is a constant value, i.e., the value of a 
gaming device credit divided by twenty, as indicated under the heading 
102d. The embodiment of row 114 is a 5 cent game for a dollar 
minimum machine. To increase the bet, the game requires an 
25 additional credit or credits, one for every twenty activated paylines, 
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whereby the player chooses the bet per line selector 60 (Figs. 3A to 
3C), as indicated under the heading 102e. In a ten payline 
embodiment for a dollar machine, upon inputting the appropriate 
amount of additional credits and choosing the bet per line selector 60, 
the game updates the bet per line by 5 cents for each activated 
payline. In one embodiment, once the player plays each of the 
paylines, the player can input more credits and increase the wager on 
each payline. Gaming device 10 enables the player to increase the 
wager on each payline to a limit, e.g., five credits per payline. 

Multiple Payline Method 
Referring now to Fig. 5, the method 118 for operating a game 
having a processor adapted for multi-payline distribution of a credit is 
illustrated. Upon the start of game play, as indicated by the oval 120, 
the game awaits the input of an appropriate amount of money either in 
tokens, coins or on a card, as indicated by the diamond 122. The 
game continuously awaits the monetary input before enabling further 
play. 

Upon the receipt of the appropriate monetary input, the game 
awaits the input to play a credit, i.e., an input from the bet one button, 
as indicated by the diamond 124. The game continuously awaits the 
bet one input before enabling further play. 

Upon the receipt to play or bet a credit, the game activates one 
or more paylines, depending upon which multi-line embodiment of Fig. 
4 is employed, as indicated by the block 126. The player may increase 
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the number of paylines, depending on which embodiment of Fig. 4 is 
employed. The game determines a wager per activated payline, as 
described above in Fig. 4; namely, the game divides the token or credit 
amount by the activated paylines or by a constant value. The player 
5 can increase the bet per payline in any of the embodiments disclosed 
in Fig. 4. 

The game then awaits an input to generate a random outcome, 
i.e., a spin reels or play input, as indicated by the diamond 130. The 
game continuously awaits the spin reels input before enabling further 

10 play. Upon the receipt of an input to spin reels, the game determines if 
a winning symbol or symbol combination appears on an activated 
payline, as indicated by the diamond 132. If a winning symbol or 
symbol combination appears on an activated payline, the game 
provides the player with the appropriate award or awards, as indicated 

15 by the block 134. 

Regardless of whether a winning symbol or symbol combination 
appears on an activated payline, the game determines if another 
activated payline exists, as indicated by the diamond 136. If another 
activated payline exists, the game selects another activated payline, as 

20 indicated by the block 138 and performs the winning symbol analysis, 
indicated by the diamond 132. If another activated payline does not 
exist, the game awaits a cash out input, as indicated by the diamond 
140. 

If the player does not input a cash out, the game enables 
25 continued play if the player maintains the appropriate monetary input, 
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as indicated by the diamond 122. If the player does input a cash out, 
the game pays the player using the preferred payment method of the 
implementor. For instance, in one method, the game pays the 
maximum amount possible in coins or tokens, i.e., the maximum whole 
5 number of credits, as indicated by the block 142. The game then pays 
the remainder of the player's total on a ticket or card, as indicated by 
the block 144. In another method, the game pays the entire amount of 
the player's total on a ticket or card, as indicated by the block 146. 
After a cash out, the method 118 ends, as indicated by the oval 148. 
m 10 As indicated above, the present invention may be implemented 

in gaming devices having other primary games such as video poker, 
blackjack or keno. For example, a video poker gaming machine may 
-31 enable the player to wager a fractional portion of a credit on each of a 

l?t plurality of hands in a multi-hand game. The gaming device pays out a 

Q 15 multiple of the fraction of the credit(s) wagered on each winning hand 
P according to the type of winning hand in a conventional manner. The 

gaming device could automatically divide each credit wagered into one 
or more hands or could enable the player to divide each credit by any 
suitable method such as suitable inputs on a touch screen connected 
20 to the processor. 

While the present invention is described in connection with what 
is presently considered to be the most practical and preferred 
embodiments, it should be appreciated that the invention is not limited 
to the disclosed embodiments, and is intended to cover various 
25 modifications and equivalent arrangements included within the spirit 
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and scope of the claims. Modifications and variations in the present 
invention may be made without departing from the novel aspects of the 
invention as defined in the claims, and this application is limited only by 
the scope of the claims. 
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